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Mission

Mission Dossier #1: Sniper!

"The best part of sitting motionless for hours? watching red steamy
mist evupt from the skull of the first officer | see." S: 0.
--Vladimir Popovich, Sniper-Soviet 22nd Mechovy Armored Division .’P

Overview

A sniper team has been dispatched to eliminate or slow down enemy formations. An enemy
recon squad is dangerously close to a hidden supply road and a critical artillery position.
The snipers have watched the scouts advance and picked the best position to ambush and

disrupt the mission. Reinforcements might arrive in time if the snipers can hold out long
enough...

Objective

Sniper: Disrupt the enemy scouts. The sniper team wins if at the start of any turn seven
enemy infantry soldiers have suffered a "He's a Goner!” result, fled off of the board during a
previous turn, or are suffering a "Man Down" result.

Infantry Squads: Kill the sniper! The Infantry squad wins immediately after the snipers
both suffer a "He's a Goner!" result or have fled off of the board.

The Game ends when one side has achieved its objective or capitulates.




Terrain

The ideal terrain for this scenario is
a village. Several buildings, fences,
trees, and buildings or ruins are
recommended. The play testers
used dense terrain but preserved a
couple of fields of fire for the sniper
on a 4 foot by 4 foot game table. We
recommend a couple of two to three
story buildings as well.

Deployment:

Sniper Player places a marker secretly under pieces of terrain anywhere on the board
indicating the position of the snipers while the infantry player turns his back or leaves
the room. The Sniper player also selects the deployment board edge of the infantry
Player. The infantry Player may then place his models anywhere within 12" of that
board edge. The Sniper Player chooses who moves first, and may start the game in
OVER WATCH.
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